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□ Features 

Your Pac-Man Color FX2 game is easy 
to play and provides hours of fun for 
one or two players. Guide Pac-Man as 
he makes his way around the maze, 
gobbles up all the dots, and tries to 
avoid the ghosts. 

Its features include; 

Handheld Convenience — now take the 
classic arcade game anywhere you go. 

Multiple Skill Levels — as you become 
a better player, the game gives you 
more challenging levels to defeat. 

Arcade Sound Effects — the Pac-Man 
(Color FX2) has all the sounds of a real 
arcade game. 


Features 
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□ Preparation 

INSTALUNG BATTERIES 


Your game requires four AA batteries 
(not supplied) for power. For the best 
performance and longest life, we rec- 
ommend RadioShack alkaline batteries. 

With batteries installed, the game's 
memory can keep the game status and 
scores for months. 

Warning: Dispose of old batteries 
promptly and properly. Do not burn or 
bury them. 

Cautions: 

• Use only fresh batteries of the 
required size and recommended 
type. 
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Do not mix old and new batteries, 
different types of batteries (stan- 
dard, alkaline, or rechargeable), or 
rechargeable batteries of differ- 
ent capacities. 

If you do not plan to use the Pac- 
Man game for one week or more, 
remove the batteries. Batteries 
can leak chemicals that can 
destroy electronic parts. 






1. Use a Phillips screwdriver to 
remove the screws in the battery 
compartment cover, then lift off 
the cover. 




Preparation 
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2. Place four AA batteries in the 
compartment according to the 
polarity symbols (+ and -) marked 
inside. 

3. Replace the cover and secure it 
with the screw. 

When the display dims, the sound be- 
comes distorted, or the game stops op- 
erating properly, replace the batteries. 

OBJECT OF THE GAME 

Help Pac-Man escape from the maze! 
Two vertical rows of squares in the top 
middle of the screen represent the 
maze. The flashing square shows Pac- 
Man's current location in the maze. 

Note: When Pac-Man has gobbled up 
all the dots in a square, that square be- 
comes blank. 
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This game has six skill levels. When 
Pac-Man gobbles up all the dots in a 
particular level, you advance to the 
next level. When you reach Level 6, you 
remain there until the game is over. 

There are four ghosts chasing Pac- 
Man. To chomp the ghosts, Pac-Man 
must first eat a power pill. After Pac- 
Man eats a power pill, power appears 
at the top of the display, the ghosts 
flash and Pac-Man can eat the ghosts. 

At each higher skill level, the ghosts 
move faster and Pac-Man has one sec- 
ond less to chase the ghosts. At Level 
1, you have 15 seconds to chase the 
ghosts. At Level 6, you only have 10 
seconds. Three seconds before the 
power pill wears off, power flashes to 
warn you it is time to stop chasing 
ghosts. 


Preparation 
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To earn points, guide Pac-Man to gob- 
ble up all the dots, power pills, ghosts, 
and cherries. 

Note: When Pac-Man has eaten 80 
dots, a cherry appears. 

You have three lives in which to com- 
plete a maze (eat all of the dots). A 
Pac-Man icon appears in the top right 
corner of the screen for each life you 
have left. 

When you start a game, one Pac-Man 
enters the maze. If a ghost catches 
Pac-Man, you lose one life. When you 
lose all three lives, the game is over 
and GAME OVER appears. For every 
5,000 points you earn, you gain one ex- 
tra life. You can gain up to five extra 
lives. 
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n Operation 

turnimgthegame 

OM/OFF 

1. Press ON/OFF to turn the game on 
and begin playing. 

2 . To conserve battery power, the 
game automatically turns off after 
about 4 minutes if you do not press 
any key. Press ON/OFF to turn off 
the game sooner. 

The current game status and score 
are stored in memory. 

3. To resume the game where you 
left off, press ON/OFF again. 


Operation 


9 





60-2840.fm Page 10 Wednesday, June 14,2000 12:55 PI 


TURNt MG THE SOUND 
ON/OFF 


Your Pac-Man game is preset to sound a 
tone each time you press a key. To turn 
the sound off or on at any time, press 
SOUND. •«) appears when the sound is 
on. 


PLAYING THE game 


Direction 

Butt 



START/ 


^ PAUSE 


/ NEW 


SAME 


ON/OFF 


SOUND 


PLAYER/ 

CHECK 
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1. Press ON/OFF to turn on the game. 

2. Press NEW GAME to start a new 
game. Or simply begin playing to 
pick up where you left off the last 
time you played with the game. 

3. Press PLAYER/CHECK to choose a 
one-player game (1 appears) or a 
two-player game (1 and 2 both 
appear). 

4. Repeatedly press A on the direc- 
tion button to choose the desired 
game level from 1 (easiest) to 6 
(most difficult). 

5. To start a game, press START/ 
PAUSE. 

The maze appears. After a few 
seconds, 0 appears at the top right 
corner of the display and a square 
f lashes, showing Pac-Man's current 
location. 


Operation 
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6. Press the direction button to move 

Poc-Mon up, down, left or right. 

Notes: 

• When Poc-Mon moves from one 
screen to onother, woit until he 
oppeors on the new screen 
before pressing the direction 
button ogoin. 

• Between the right ond left 
wolls, there ore tunnels thot 
Poc-Mon con use to trovel from 
one side of the screen to the 
other. 


If you selected o two-ployer 
gome, l or 2 floshes to indicote 
whose turn it is. 


7. 


The gome ends when you lose oil 
three lives. GAME over oppeors. 
To ploy onother gome, repeot 
Steps 2 through 5. 
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Notes : 

• In a two-player game, the second 
player begins his or her turn after 
the first player's game is over. 
Press START/PAUSE to start the 
second player's game. After both 
games are over, press PLAYER/ 
CHECK to see the first player's 
score. Press PLAYER/CHECK again 
to see the second player's score. 

• To temporarily stop the game, 
press START/PAUSE at any time. To 
resume the game where you left 
off, press START/PAUSE again. 

• If you reach 99,990 points, the 
game plays the game-over melody, 
WIN appears and the score resets 
to 0. 


Operation 


13 





Press NEW GAME at any time dur- 
ing the game to start a new game 
in the same level. 


Scoring 

Eat as many dots, power pills, and cher- 
ries as you can to earn points. 


Food Eaten 

Points 

Dot 

10 

Power Pill 

50 

Cherry (L-1) 

100 

Cherry (L-2) 

300 

Cherry (L-3) 

500 

Cherry (L-4) 

700 

Cherry (L-5) 

1000 

Cherry (L-6) 

2000 
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The more ghosts Poc-Mon chomps af- 
ter eating a power pill, the more points 
they are worth. 


Shosts 

Points 

1st 

200 

2nd 

400 

3rd 

800 

4th 

1600 


Operation 
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RE5ETTIMG THE GAME 

If the game stops operating properly, 
remove and reinstall the batteries. If 
it still does not work properly, use a 
pointed object, such as a straightened 
paper clip, to press RESET on the back 
of the game. 
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CARE 

To enjoy your gome for a long time: 

• Keep the gome dry. If it gets wet, 
wipe it dry immediately. 

• Use and store the game only in 
normal temperature environments. 

• Handle the game gently and care- 
fully. Don't drop it. 

• Keep the game away from dust and 
dirt. 

• Wipe the game with a damp cloth 
occasionally to keep it looking new. 

Modifying or tampering with the game's 
internal components can cause a mal- 
function and invalidate its warranty. If 
your game is not performing as it 
should, take it to your local RadioShack 
store for assistance. 


Operation 
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Limited Ninety-Day Warranty 

This product is warranted by RadioShack against manu- 
facturing defects in materiai and workmanship under nor- 
mai use for ninety (90) days from the date of purchase 
from RadioShack company-owned stores and authorized 
RadioShack franchisees and deaiers. EXCEPT AS PRO- 
VIDED HEREiN, RadioShack MAKES NO EXPRESS 
WARRANTIES AND ANY IMPLIED WARRANTIES, IN- 
CLUDING THOSE OF MERCHANTABILITY AND FIT- 
NESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN 
DURATION TO THE DURATION OF THE WRITTEN LIM- 
ITED WARRANTIES CONTAINED HEREIN. EXCEPT AS 
PROVIDED HEREIN, RadioShack SHALL HAVE NO LIA- 
BILITY OR RESPONSIBILITY TO CUSTOMER OR ANY 
OTHER PERSON OR ENTITY WITH RESPECT TO ANY 
LIABILITY, LOSS OR DAMAGE CAUSED DIRECTLY OR 
INDIRECTLY BY USE OR PERFORMANCE OF THE 
PRODUCT OR ARISING OUT OF ANY BREACH OF 
THIS WARRANTY, INCLUDING, BUT NOT LIMITED TO, 
ANY DAMAGES RESULTING FROM INCONVENIENCE, 
LOSS OF TIME, DATA, PROPERTY, REVENUE, OR 
PROFIT OR ANY INDIRECT, SPECIAL, INCIDENTAL, 
OR CONSEOUENTIAL DAMAGES, EVEN IF RadioShack 
HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
DAMAGES. 

Some states do not allow limitations on how long an im- 
plied warranty lasts or the exclusion or limitation of inci- 
dental or consequential damages, so the above limitations 
or exclusions may not apply to you. 

In the event of a product defect during the warranty period, 
take the product and the RadioShack sales receipt as 
proof of purchase date to any RadioShack store. 
RadioShack will, at its option, unless otherwise provided 
by law: (a) correct the defect by product repair (continued) 
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(continued) without charge for parts and labor; (b) replace 
the product with one of the same or similar design; or (c) 
refund the purchase price. All replaced parts and prod- 
ucts, and products on which a refund is made, become the 
property of RadioShack. New or reconditioned parts and 
products may be used in the performance of warranty ser- 
vice. Repaired or replaced parts and products are war- 
ranted for the remainder of the original warranty period. 
You will be charged for repair or replacement of the prod- 
uct made after the expiration of the warranty period. 

This warranty does not cover: (a) damage or failure 
caused by or attributable to acts of God, abuse, accident, 
misuse, improper or abnormal usage, failure to follow in- 
structions, improper installation or maintenance, alter- 
ation, lightning or other incidence of excess voltage or 
current; (b) any repairs other than those provided by a 
RadioShack Authorized Service Facility; (c) consumables 
such as fuses or batteries; (d) cosmetic damage; (e) trans- 
portation, shipping or insurance costs; or (f) costs of prod- 
uct removal, installation, set-up service adjustment or 
reinstallation. 

This warranty gives you specific legal rights, and you may 
also have other rights which vary from state to state. 

RadioShack Customer Relations, 200 Taylor Street, 6th 
Floor, Fort Worth, TX 76102 

We Service What We Sell , o/qq 
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